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ABSTRACT 



A random prize awarding system associated with a gaming console is 
provided in which the gaming console is arranged to play a first game or a 
second game, the fim game being a standard game normally offered on the 
console and the second game being a Jackpot game offered far play when the 
player has achieved a trigger condition where the trigger means is arranged to 
test for the trigger condition and to initials an instance of the second game 
when the nigger condition occurs. The second game is divided into a 
plurality of sub-games, each having an incremental prim such that a sum of 
the un-won incremental prizes equals the total currently available jackpot 
prixa value of the second game. The player is awarded each sub-game after 
the first, only if the incremental prize was won in the previous sub-game. 
The jackpot prize value being decremented by the incremental prize value ' 
awarded with the occurrence of each winning sub-game. 
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Slot machine game - progressive jackpot with decrementing 

jackpot 



The following statement is a full description of this invention 
including the best method of performing it known to us> 
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S7oJ machine game - progressive jackpot with 
decrementing jackpot 

IntroduuLoD 

The present invention relates to apparatus for use with 4 system of 
linked poker machines and in particular the apparatus provides an improved 
mystery jackpot mechanism for use with such a poker machine system. 
Background of the Invention 

Many schemes have been devised in die past to induce players to 
play slot machines including schemes such as specifying periods during 
which Jackpot prizes are Increased or bonus jackpots paid- Other schemes 
involve awarding an additional prize to a first player to achieve a 
predetermined combination on a poker machine after a given point in time. 
These methods, while effective, add to dub overheads because of the need 
for additional staff to ensure that the schemft is operated smoothly. More 
recently, with the advent of poker machinaa linked through electrical 
networks it has been possible to automatically generate Jackpot prizes on the 
basis of information received from the ma chines being played which are 
connected to the system and one such prior art arrangement, commonly 
known as "Casfcjcade 1 * counts turnover (or games played) on all machines in 
the network, increments a prize value in accordance with the turnover (or 
number of games played) and pays a mystery jackpot prize when the count 
reaches some predetermined and randomly selected number. In a more 
recent prior art arrangement, each game played on each machine in a gaming 
system is allocated a randomly selected number and the prize is awarded to a 
machine when the game number it is allocated matches a preselected 
random number. 

In another meant prior art arrangement, the winning tt" 1 *^** 1 ^ is 
selected by randomly selecting a number at a point in time and decrementing 
the number as games played on the system are counted until the number is 
decremented to zero at which time the game (or associated machine) causing 
the final decrement is awarded the jackpot 

In yet another prior art arrangement, the winning machine is selected 
using a method weighted towards a particular machine in proportion to its 
turnover* 
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Progressive jackpot games have traditionally been popular in Casinos. 
Their main attraction ha* undoubtedly been their massive jackpot amounts, 
which ere accessible to players on all gambling budgets. However, in their 
conventional format these games have obvious Limitations: 
5 However, having achieved a trigger condition which awards to a 

player a bonus game, (he player is not assured of vanning the jackpot and 
must first play the associated jackpot game. Many players are discouraged by 
the relatively small probability of winning a traditional bonus game. 

Many of these arrangements have been in use in the State of New 
10 South Wales and in other jurisdictions for a considerable period of time, 

however, as with other aspects of slot machine games, players become bored 
with such arrangements and new and more innovative schemes become 
necessary in order to Stimulate player interest. 

In ♦hi* specification, the term "combinations" will he used lo refer to 
15 the mathematical definition of a particular game. That is to say, the 

combinations of a game are the probabilities of each possible outcome for 
that game. 

Summary of me Invention 

According to a first aspect, the present invention provides a random 

20 prize awarding system associated with a gaming console the gaming console 
being arranged to play a first game or a second game, the first game being a 
standard game normally offered on the consols and the second game being a 
jackpot game offered for play when the player has achieved a trigger 
condition, and trigger means arranged to test for the trigger condition and to 

25 inltiaLe an instance of the second game when the trigger condition occurs, 

the second game being divided Into a plurality of sub-games, each having an 
incremental prize such that a sum of the tin-won incremental prizes equals a 
total currently available jackpot prize value of the second game, the player 
being awarded each sub-game after the first only if the incremental prize 

go was won in the previous sub-game and the jacJ^ot prize value being 

decremented by the incremental prize value awarded with the occurrence of 
each winning sub-game. 

According ma second aspect the present invention provides a 
method of awarding a random prize associated with one or more gaming 

35 consoles, each of the one or mom gaming consoles being flrmngad to play a 
first game Or a second game, the first game being a standard game normally 
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offered on the machine and the second game being a jackpot game offered for 
play urban Ihe player has achieved a trigger condition, the method including 
testing fox a trigger condition and initiating an instance of the second game 
when the trigger condition occurs, tiyt second game being divided into a 
5 plurality of *ub-g&mea, each having an incremental prize such that a sum of 
the un-won incremental prizes equals a total currently available jackpot prize 
value of the second game, the player being awarded each sub-game after tha 
first, only if the incremental prize was won in the previous sub-gams and the 
jackpot prise value being decremented by the incremental prize value 

10 awarded with tha occurrence of each winning tub-gam r 

Preferably, the lecond game is a simplified game having a higher 
probability of success than the first game. In a particularly preferred 
embodiment* the second game provides five reels with four different symbols 
on each reel and an incremental jackpot Is awarded if after spinning the reels 

15 a predetermined symbol appears anywhere on the win line. The symbol may 
or may not be available on each reel or may have multiple instances on 
particular reels, depending on tha size of the incremental prize. In one 
embodiment, an incremental jackpot of SiDflo is paid every time a bird 
symbol appears on the win line and the player plays until a non-winning 

20 game occurs or until he has played ten bonus games whichever is the sooner. 

In an alternative embodiment, the jackpot game can be other than a 
reel game and for example, it could be a turn of tha card where the player 
gambles on colour (red/black) or some other feature. Alternatively, it can be 
an artimatpd event such as a boxing match where the player gambles on the 

25 outcome. 

Preferably, the console includes output means arranged to indicate to 
a central controll ar each paid game played or each token bet, such that a 
centrally recorded prize value can be updated by each such event 

Preferably also* tha total jackpot prise available to be awarded in a 

30 jackpot game by the system of the present invention, is a monetary amount: 
the value of which Is incremented with each paid game played or token bet 
on each gaming machine or console in the system in response to the 
respective indicative signals. lha invention is also applicable to a 
standalon e machine, where all contributions to the jackpot come from the 

35 machine on which the jackpot game is played. 
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The Jackpot prize is preferably promirwnily displayed, in the case of 
a standalone machine, on the machine display area, and in the Case of a 
system wide jackpot on prominent displays located about the gaming area, as 
well as optionally on the display of individual machines. As mentioned 
5 above, the jackpot prize increments with each game played or token bet on 
each participating machine, but also decrements with each jackpot sub-game 
won such that the jackpot value displayed at any one time represents the 
total amount available to be won at that instant Decrementing of the prize 
display will also preferably be accompanied be music or some other sound 
10 effect to draw attention to the fact that part of the jackpot has been won and 
the decrementing should preferably occur by counting down to add drama to 
the event 

Where used above, the term "console' is used to indicate a Earning 
machine, a gaming terminal or other device arranged to be connected to a 

13 communications system end to provide a user gamins interface. In the 

following description, examples are give which are applicable to traditional 
dot machines, however the invention should be taken to include gaming 
systems which include user interfaces other than traditional slot machines. 
fajef Description of the Drawings 

20 Embodiments of the invention will now be described by way of 

example, with reference to the accompanying drawings, in which: 

Figure 1 is a block diagram of a network of electronic earning 
machines to which a mystery jackpot controller according to the present 
invention U connected; 

25 Figure 2 is a flow chart showing a game arrangement according to the 

invention,- and 

Figure 3 shows an example of a 5 reel by 3 line window display. 
Detailed PascriptioD of the Preferred Embodiments 

Zn a preferred embodiment of the invention, a new progressive 

30 combination provides the Casino operator with a high degree of flexibility. 
This link Progressive System is innovative in it* progressive approach, and 
intuitively seeks to "admnalize" the Tranter. Unlike conventional symbol- 
based progressive combinations, the Jackpots are won from a second screen 
feature. The Second screen feature is preferably triggered randomly as a 

35 function of turnover although, other more tfarHHrmnl trigger meohanlsrns 

could be employed. When a rm^grasstve feature is triggered, a second screen 
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feature game appears. Each progressive jackpot can only be won from this 
feature game, la one embodiment, a second set of reel strips appears and a 
simple spin and win feature game commences. When or if a predetermined 
symbol, such as a bird appeals on the win Una in the window, then a 
5 corresponding incremental progressive jackpot is won. For example, at a 

particular point in tuna, the total progressive jackpot may be $10000, but this 
prize is not paid in one game, but is divided into ten equal prizes of Si 000, 
which bib played for in successive sub-games of the jackpot game with the 
progressive jackpot prize being decremented by the corresponding amount 

10 for each win. The player wins a 91000 incremental prize every time he spins 
the reels and a bird appears On the paytine, but, the jackpot game ends with 
the first sub-game in which an incremental prize is not won, For example, if 
the player wins in three successive sub-games and then looses, his total prize 
will be (3000 and the progressive jackpot will then stand at S7DO0 (subject to 

15 further incrementation) available to be won in the next jackpot game 
awarded. 

In an alternative embodiment instead of providing a spinning reel 
game as the jackpot game, the Jackpot game is an animated feature, such as a 
boxing match or other similar contest where the player is able to bet on the 

20 outcome. When the feature starts, the player is asked to select the outcome 
that he wishes to gamble on and the animation then commences. In the 
event that the player wins the gamble be is again asked to select an outcome 
and the process is repeated. As with the previous embodiment, the jackpot 
game ends either when a gamble is lost or when a predetermined number of 

25 gambles have been completed. 

It will be appreciated that other types of gambles such as red/black 
gambles on the turn of a card are equally applicable to the present invention. 
Typically, these are rapid jackpots with high increment rates and provide 
extra incentive to keep player interest an these machines. 

30 Progressive jackpots in this format would have obvious advantages to 

botb player and Casino operator: ... 

(i) Many playere play for the small Jackpot, believing that the 
probability of winning larger Jackpotd is too small to realistically ever occur 
far them. The present invention encourages such players by providing a 

35 greater probability of winning a jackpot while still providing the possibility 
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of winning the big piizB. The progressive prize can be divided into as many 
incremental prize* as the operator thinks desirable. 

(ii) Players see the jackpot prize incrementing and decrementing 
over time and realise that winning the jackpot is achievable, 
3 (ili) The introduction of a feature game which produces what can 

only be described as the "adrenaline rush" - the gambler's natural high. This 
psyche has been critical to the success of the most successful prior art games. 

(rV) Preferably, when a second screen progressive feature is 
triggered, a bell sound announces to all of the surrounding players that a 

10 possible grand jackpot is about to be played for and is designed so that 
everyone can share in the experience of a progressive win. The rationale 
behind this, is thai progressive Jackpots are only ever seen after the prize has 
been won. Anecdotal evidence of players watching feature games being 
played in Australian casinos, suggests the drawing power of such games is 

15 vary real. 

Referring to Figure l a plurality of electronic gaming consoles 10 are 
connected to a network 11, to which a mystery jackpot controller 12 and 
display means 13 are also connected. 

Each of the electronic gaming consoles 10 are provided with a 
20 network Interface arranged to provide a signal onto the network 11 on each 
occurrence of en operation of a respective console and the feckpot controller 
12 is arranged to receive each of the console operation signals and to 
increment the value of a random jackpot prize on the occurrence of each of 
these operation signals. 
2$ A flow chart for a prize awarding algorithm is illustrated in Figure 2. 

Referring to the algorithm of Figure 2, machine contributions go into 
ihft prize pool as with known prior art jackpot systems, while the overhead 
display shows the uicrernenting prize value. 

In step 20 an average jackpot hit rale value is set to be used to 
30 randomly generate trigger data for the link progressive games. This value 

would typically be set from a preset value programmed by me manufacturer 
to die specification of the system manager. th& actual nnrnber range and 
therefore probiblUty of a link feature 

the value of a credit in the particular ™*rhin» and is calculated by dividing 
35 the hit rate value by the value of a credit (eg,, $5QQO/$o.Q5 «= iq 0,000]. The 
average hit rate value may be fixed for the system but may be varied from 
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time to time by the manufacturer at the request of the system manager. For 
every game thai is played, a random trigger value is selected in the range • 
determined from the average hit rate value. The player is also allocated 
numbers from the source range of numbers that the random number is 
selected from one number in the range being allocated for each credit bet 
such that the player's probability of being awarded a second screen game is 
proportional to the bet The game Is than reported (step 22] to the controller 
which allocates a contribution to the prize pool and compares the trigger 
value with the values allocated to the player (step 23), if there is a match 
between the trigger value and the player values (step 24), the player is given 
an opportunity to play a second screen Jackpot game (step 25) comprising a 
plurality of sub-games. If a jackpot is awarded (ie. one or mora incremental 
jackpots) as a result of the second screen game* the winning machine ia 
locked up (step 28] and the controller awaits an indication that the total prize 
has bean paid and the machine unlocked (step 20). A lest is then preformed 
(step 30) to determine if the maximum number of second screen games has 
occurred and if not the machine plays another second screen game (step 27), 
otherwise the machine returns to commence another main game sequence at 
step 22.. If the trigger value does not match then there is no link progressive 
gams awarded for that bought game and the controller returns to step 22 and 
waits for the next console to report operation. 

By way of example, a second screen feature game might be triggered 
by an EGM every $5000 of turnover played, which is equivalent to 100,oqq 
credits on a $0.05 machine. A random number is generated within a 
prescribed range of numbers at the EGM at the commencement of each 
bought game. The prescribed range of numbers have been determined 
previously, having been calculated from the expected casino turnover, 
expected jackpot amounts and jackpot frequencies. The prescribed range in 
this example is therefore 1 to 100,000 and before the coinrnenceinent of each 
bought game a random number is generated within tins range. A bet of 20 
credits will include or "cover" the numbers between 1 and 20 (inclusive). In 
this case, the number 7 is produced by the random number generator, then 
the second screen feature game will be triggered. If any number between 21 
and 100,000 is produced by the random number generator, the second sc re e n 
feature gome will not be triggered. Similarly, a bet of 200 credits will include 
or cover the numbers between 1 and 200 (inclusive). If any number between 
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1 and TOO is produced by the random number generator, then the second 
screen feature game will be triggered- If any number between 201 end 
100,000 is producad by the random number generator, the second screen 
feature game will not be triggered. 

The example below has been developed using hypothetical turnover 
data. A trigger of the second screen feature game is expected every $5884.22 
Of turnover («e, 117684 credit* on a $0.05 machine). Increasing the number 
of credits bet increases the chance of triggering the feature on any bought 
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A jackpot bell set to a default mmrinrnm volume level (ie setting 15) 
will signal the triggering of a second feature game. The jackpot bell should 
last far a maximum of 3 second*- Players are alerted by the jackpot bell 
instantaneously at any point during 8 game, but the second screen feature 
game will not appear until the current game (including base game features) 
axe completed. ■ 
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Referring XO Figure 3, One possible second screen game that can be 
provided on the slot machine 40 embodying the present invention provides 
Ave simulated rotatable reels 42 displayed on a video display 41. When the 
feature begins, the reels ere displayed In a stationary position with a random 
S non-winning pattern of symbols displayed. The player is then invited to 

press the play button 44 to commence a jackpot sub-game and when pressed, 
the reels will spin and stop. In the event that any one of the reels displays a 
bird symbol 43 on the pay Line the player will be awarded an incremental 
jackpot prize the total jackpot value available will be decremented by an 

10 equivalent amount and the player will be invited to play again. The player 
will continue to be invited to play until either a zum-winoiog game is played 
fle. no bird on the centre line] or until a predetermined maximum number of 
jackpot sub-games have been played. For example, the player might be 
offered a maximum of ten sub-games with the total jackpot prize divided into 

IS ten incremental prizes* Alternatively, other divisions can be employed. The 
division can be made on the basis of fixed value incremental prizes or the 
division value can be fixed and the incremental prizes varied in proportion to 
the value of the total jackpot In some embodiments, only part of the total 
jackpot prize might be allocated to a particular jackpot game (eg; a half of the 

2D total or soma fixed value such as 510,000). 

Each time a player wins an incremental prize, a ball or other audible 
signal will sound to draw attention to the win and other players around the 
gaming area will see the total jackpot prize decrementing on distributed 
jackpot value displays. Preferably, this will be achieved by counting down in 

25 a suitable increment to add to the drama of the event Preferably, the signal 
will Increase in pitch, sound level or duration, of a combination of these 
features as the irrcramental prizes add up, to add excitement to the game. 

Each sub-game will have a relatively high probabiU ty of a win occurring 
and might, for example, have a probability of 1 in 2 ch a nc es , the probability 

3D being determined by the number of winning symbols placed on each reel 

strip. 

The instant the second feature game is completed and the sum of the 
prizes from all of the sub-games have been calculated, the progressive 
jackpot sign will display the total jackpot that has been won, as well as the 

33 Jackpot value still available to be won by others. This celebration of the 
jackpot win is typically conducted in a traditional manner (ie flashing 
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displays, jackpot alarms, music etc). In preferred embodiments the 
progressive total jackpot will also be displayed as the sub-games ore 
completed. 

Tha expected jackpots for each progressive axe turnover dependent. 
5 The jackpot frequencies ere arbitrarily set to satisfy the specific needs of each 
casino. Thaieioro, both expected Jackpot and Jackpot frequency axe 
installation spedfic end of course will change from casino to casino. 

As the time between jackpot gems awards U related to turnover, the 
number of jackpot semes played by a player and hence their chance of 
10 winning is directly related to the size of each bet on each game played. 

(1) AD. machines on the link have a 2nd screen game, be it an animation 
game or a second set of reel strips. 

(2) Second screen games provided on various machines in the system 
can be a mixture of incremental jackpot games according to the present 

15 invention and other styles of games, thereby giving the player a choice as to 
the style of game played. 

(3) The link has a number of progressive me tars (up to 0). All 
progressives may be linked- 

(4) The second screen game is activated when a machine has reached a 
20 predetermined dollar turnover. This is only known to the machine or a 

controller. For example, the second screen h activated when (an average of) 
$130 has been turned over. This means mat whenever $o to $300 has been 
turned over, the second sera an appeals. The benefit of activating the second 
screen on turnover enables mixed denandnation on the link for tha first time. 
25 The second screen gives the player the chance of winning one of the 4 

progressives if a certain outcome appears- For example, a new set of reel 
strips appear with only 4 different symbols: Jackpot 1, Jackpot 2, Jackpot 3. 
Jackpot 4. The first time $ of the same appear on the centre line the stated 
progressive is won. 

30 (5) Another advantage of awarding e progressive prize won in a second 

screen, is that it can be applied to any game. 

It will be appreciated by persons skilled in die an that numerous 

variations end/or medications may be made to toe invention as shown in 

the specific embodiments without departing from the spirit or scope of the 
35 invention as broadly described. The present embodiments are. therefore, to 

be considered in all respects as illustrative and not restrictive. 
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THE CLAIMS DEFINING THE INVENTION AJRJS AS FOLLOWS: 
1. A random prize awarding system associated with a gaming console 
the gaming console being arranged to play a first game and a second game, 
the first game being a standard game normally offered on the console and the 
second game being a jackpot game offered for play when the player has 
achieved a trigger condition, and trigger means arranged to test for Die trigger 
condition and to Initiate an instance of the second game when the trigger 
condition occurs, the second game being divided into a plurality of sub- 
games , each having an incremental prize such that a sum of the un-won 
incremental prises equals a total currently available jackpot prize value of 
the second game, the player being awarded each sub-game after the fust, only 
if the incremental prize was won in the previous sub-game and the jackpot 
prize value being decremented by the incremental prize value awarded with 
the occurrence of each winning sub-game. 

2- The prize awarding system of claim 1. wherein the second game is a 
simplified game having a higher probability of success than the first game. 

3 . The prize awarding system of claim 2, wherein the second game is of 
the spinning reel type with in which a plurality of reels or pseudo reels is 
provided with 24 different symbols on each reel and an incremental jackpot 
is awarded if after spinning the reels a predetermined symbol appears 
anywhere on the win line. 

4. The prize awarding system of claim 3, wherein the second game 
provides five reels with four different symbols on each reel and an 
incremental jackpot is awarded If alter spinning the reels a predetermined 
symbol appears anywhere on the win line. 

5. The prize awarding system of claim 3 or 4. wherein at least one 
instance of the predetermined symbol is available on each reel or pseud o reel 
of the machine. 

o. The prize awarding system of claim 3 or 4, wherein the 
predetermined symbol is not available on at least one reel or pseudo reel of 

the machine . — - 

7. The prize awarding; system as claimed m claim 5 cr 6, wherein 
multiple instances of the predetermined symbol occur on one ibb) of the 
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6. The prize awarding system as claimed in any one of claims 1 to 7, 
wherein an incremental jackpot of a predetermined value is paid every time a 
predetermined symbol appears on the win line. 
D. The prize awarding system of claim 8, wherein after the trigger 
5 condition occurs a series of jackpot sub-games is provided, the Jackpot sub- 
games being provided until a non-winning jackpot game occurs or until a 
predetermined maximum number of jackpot sub-games have bean played, 
10. The prize awarding system as claimed in claim 1 or 2, wherein the 
jackpot game does not employ spinning reels or pseudo spinning reels. 
id li- The prize awarding system as described in any one of claim 10, 
wherein the jackpot game has a 2 state outcome. 

12. The prize awarding system as claimed in claim 11, wherein the 
jackpot game is an animated boxing tournament in which the player is 
offered a choice between two competing boxers and the prize is awarded if 

IS the player correctly predicts the winning outcome. 

13. The prize awarding system of claim 11. wherein the game relies on 
the prediction of a colour of a card dealt to the player. 

14. The prize awarding system of claim XX, where the game relies on the 
spin of a pseudo coin. 

20 15. The prize awarding system as claimed in any one of the preceding 
claims wherein the console includes output means arranged to output a 
signal to a central controller for each paid game played or each token bet, a 
central register being updated by each such event to represent an 
incrementing prize value. 
25 16. The prize awarding system as claimed in claim 15, wherein the 

system operates over a plurality of totBr-oonnectad RMwriwg march ingft and the 
total jackpot prize available to be awarded in a jackpot game provided on any 
; in the system is a monetary amount having a varus which is 
I with each paid game played or token bet on each gaming 
30 machine or console in the system of inter-connected machines in response to 
the respective output signals. 

17. The prize awarding system as claimed in claim IB, wherein a current 
total jackpot prize value is displayed. 

lfl. The prize awarding system as claimed in anyone of the preceding 
35 daims wherein a current total jackpo t value is diep layrd on a d isplay area of 
the console on a prominent display located in the gaming area. 
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19. The prize awarding system as claimed in claim 17 or 16, wherein 
decrementing of the prize display is accompanied by a sound effect. • 

20. The prize awarding system as claimed in claim 19, wherein the 
decrementing is displayed by counting down from the original value to the 

5 decremented value. 

21. A method of awarding a random prize associated with one or more 
gaming consoles* each of the one or more gaming consoles being arranged to 
play a first game end or a second game, the first game being a standard game 
normally offered on the machine and the second game being a jackpot game 

10 offered for play when the player has achieved a trigger condition* the method 
including testing fox a trigger condition and initiating en instance of the 
second gama when the trigger condition occurs, the second game being 
divided into a plurality of sub-games, each having an incremental prize such 
that a sum of the on-won incremental prizes equals a total currently available 

15 jackpot prize value of the second game, the player being awarded each sub- 
game after the first, only If the incremental prize was won in the previous 
sub-game end the jackpot prize value being decremented by the incremental 
prize value awarded with the occurrence of each wincing sub-game. 

22. The method of claim 21, wherein the second game is a simplified 
20 game having a higher probability of success man the first game. 

23. The method of claim 22, wherein the second game is of the spinning 
reel type with in which a plurality of reels or pseudo reels is provided with 2- 
e different symbols on each reel and an incremental jackpot is awarded if 
after spinning the reels a predetermined symbol appears anywhere on the 

25 win Una, 

24. The method of claim 23, wherein the second game provides five reels 
with four different symbols on each reel end an incremental jackpot is 
awarded if after spinning the reels a predetermined symbol appears 
anywhere on the wm line. 

30 25. The method of claim 24. wherein at least one ' neta nr? Q f the 
predetermined symbol is available on each reel or pseudo reel of the 
machine. 

26. The method of claim 23 or 24, wherein the predetermined symbol is 
not available on at least one reel or pseudo reel of the machine 
35 27. The method as daimed in claim 25 ox 26, wherein mnltipie instances 
of the predetermined symbol occur on one reel of the gaming machine. 
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28. The uietbod as claimed in claim 21 to 27, wherein an incremental 
jackpot or a predetermined value is paid every time a predetermined symbol 
appears on the win line. 

29. The method of claim 28, wherein after the trigger condition occurs a 
5 series of jackpot sub-games is provided, the jackpot sub-game* being 

provided until a non-winning jackpot game occur* or until a predetermined 
nwrirm im number of jackpot sub-games have been played. 

30. The method as claimed in claim 21 or 22, wherein the jackpot game 
does not employ spinning reels or pseudo spinning reals. 

10 31 . The method as described in any one of claim 30. wherein the Jackpot 
game has a 2 state outcome. 

32. The method as claimed in claim 31. wherein the jackpot game is an 
animated boxing tournament in which the player is offered a choice between 
two competing boxers and the prize Is awarded if the player correctly 

15 predicts the winning outcome. 

33. The method of claim 32, wherein the game relies on the prediction of 
a colour of a card dealt to the player. 

34. The method of claim 33. where the game relies on the spin oF a 
pseudo coin. 

20 35. The method as claimed in any one of claims 21 to 34, wherein the 
console includes output means arranged to output a signal to a central 
controller for each paid game played or each token bet a central register 
being updated by each such event to represent an incrementing prize value. 
33 4 The method as ^i*;mpd in claim 35, wherein the system operates over 

25 a plurality of inter-connected gaining machines and the total Jackpot prize 
available to be awarded in a jackpot game provided on any machine in the 
system is a monetary amount having a value which is incremented with each 
paid game played or token bet on each gaming machine or console In the 
system of interconnected ™r*ii>«» in response to the respective output 

30 signals, 

37. The method as claimed In claim 36. wherein a current total jackpot 
prize varae is displayed. 

33. The method as claimed In any one of claims 21 to 37. wherein a 
current total jackpot value is displayed on a display area of the console on a 
35 prominent display located in the gaming area. 
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39. The method as claimed in claim 3e> wherein dacreznenbng of the 
prize display is accompanied by & sound effect 

4D. The method as claimed in claim 39, wherein the decrementing is 
displayed by counting down horn the original value to the decremented 
value. 

41. A prize awarding system substantially as hereinbefore described with 
reference to the accompanying drawings. 

42. A method of awarding a prize on a gamins console as claimed in 
claim 21, substantially as hereinbefore described. 

Dated this tenth day of September ifidfi 

pry lip 

Patent Aitnnwys for tha Applicant: 
7B RICE & CO 
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SET UP AVER A GE VA WE OF MACHINE 
TURNOVER. AT WHICH LINK 
PROGRESSIVE JACKPOT SECOND 
SCREEN GAME WILL TRIGGER. 



i * • 

* * 



SELECT RANDOM TRIGGER 
VALUE AND WAIT FOR 
EQM TO REPORT GAME 



22 



WHEN GAME REPORTED INCREMENT UN K 
PRICE VALUE AND COMPARE PLAYER 
NUMBERS (ALLOCATED) WITH THE 
TRIGGER VALUE FOR THE GAME. 




WAIT FOR INPUT TO 

indicate Prize paid and 
machine unlocked. 
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